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; READ BEFORE USING YOUR PLAYSTATION®? 

R ENTERTAINMENT SYSTEM. 
A ll percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patiems or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not licensed for this game may damage 
your console and/or invalidate your warranty. Only official or licensed 
peripherals should be used in the controller ports or MEMORY CARD sicts. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

¢ This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 

¢ Do not bend it, crush it or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or o 

¢ Be sure to take an occasional rest break during extended 

__ * Keep this compact disc clean. Always hold the dis¢ by the ¢ 

keep itin its protective case when not in use. Clean the disc with a lint- 

B6, Soft, dry cloth, wiping in straight lines from center to outer edge. 
ver se solvents or abrasive cleaners. 
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Set up your PlayStation®2 computer entertainment system 
according to the instructions in its Instruction Manual. Make sure 
the MAIN POWER switch (located on the back of the console} is 
turned on. Press the RESET button. When the power indicator 
lights up, press the open button and the disc tray will open. 
Place the (Red Card 20-03™) disc on the disc tray with the label 
side facing up. Press the open button again and the disc tray 
will close. Attach game controllers and other peripherals, as 
appropriate. Follow on-screen instructions and refer to this manual 
for information on using the software. 


MEMORY CARD siot 2 
MEMORY CARD slot 1 - =a —__-------—-- disc tray 
+ RESET button 
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(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


R2 button 


L2 button 
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A button 
left analog stick © button 
(L3 button when pushed down) 
SELECT button X button 
ANALOG mode button 1 button 
START button 


right analog stick 
(R3 button when pushed down) 


Take a moment to familiarize yourself with the button layout of your 
DUALSHOCK®2 analog controller. These buttons will be referred to 
throughout this Instruction Manual. Please see the following pages 
for the default game controls as well as how to navigate through 
the game’ menus. 


20-03™ features a wide vile 
perform. The next few pages of 
‘what buttons to press and what Ww 


ON OFFENSE 
stick: 
= Move player and chooses your intended receiver. 


button + left analog stick: 
= Move player faster until the Turbo meter expires at which point the 
fielder will become tired, so keep your eye on the meter! 

= You can change your player’ direction but only by 22 degrees at a 
time. This simulates less control since you're running faster. 


NOTE: If you bump into an opponent you will more than likely trip-up 
and stumble with the potential that you may lose the ball. 


DOUBLE-TAP (press twice quickly) IGZM button: 

= Much faster than a turbo run, the fielder cannot change direction until 
the burst is complete. You cannot hurdle, juke, pass or shoot during a 
boost run. If the fielder makes contact with an opponent, they flail. 

« During the boost run you are less likely to lose the ball from a tackle. 


Right analog stick: 
= Alternate shoot - another method of shooting is to quickly flick the 
right analog stick in the direction (relative to the net, i.e. flick upper-left 
and the fielder shoots to the upper-left of the net) you wish to kick the 
ball. 
= All shots have a 35-yard limit, farther than that, they wont reach the 
goal with any speed (thus, not a threat to the goalkeeper). 


NOTE: The shot accuracy decreases with distance even within the 35-yard 
limit. For example, if you shoot from 20 yards away and you choose 
to shoot upper-left of the net, your shot will head in that peneia! 
‘= direction but it could hit net-poles or miss the net c 


ra " Thru-passes: this is a type of pass where the n pressing 
: | | the thru-pass button, continues to run joal {if the 
‘receiver isn’t heading toward the goal, 2 itomatically 


a q gin to). 
_ ru-passes are also the fastest of Re 


the highest probability of i 
distance the ball has to travel. 
if youre not the ball handler, the pass buttons become 
gressive Tackle (explained in the Defensive section). 
uring a ground-pass: then a one-touch thru-pass 
jerformed. 


fE: The left analog stick must be pressed in the 
jon of the desired receiver at the same 
} you press the pass button. 


> 


ded receiver (isn’t highlight 
gible receiver within a 38-yard 1 
handler. 


normal pass. j 
Pressing the ® button during a lob Ff 


another fielder on the team. This “new” intended receiver 
be selected by pressing the left analog stick in the gene 
direction of the desired intended receiver. 
= In the flank area of the field: auto center-pass to an area 
roughly in the center of the goal box. 


NOTE: The left analog stick must be pressed at the same time as the 
lob pass is performed, but it doesn't affect center/cross passes. 


[EB button + @ button: 
= The fielder will perform a thru-lob-pass to the most open receiver 
within 35 yards. This leading lob pass is a powerful offensive tool, if 
used correctly. This move uses up Z bars in the 1-2-3-4 Meter. 


© button: 
= Shoot ball: If you're the ball handler, then a regular shot is executed. 
The maximum shooting range is 35 yards from the goal, 27 yards with 
any accuracy at all. Any further than that, the ball will hit the ground 
before reaching the net. 

= During cross pass: pressing the © button will have the closest fielder 
on your team run to intercept the ball in its path and perform an auto 
in-air shot on the goal (one-touch shot}. This shot can be aimed up until 

the ball is shot by using the right analog stick. 


NOTE: The farther you're away from the goal, the more likely your shot 
will be off target. Its possible you may even miss the net entirely. 


button + © button: 
= This performs a very fast, uncontrollable, direct shot at the goal. 
This shot cannot be diverted by hitting other fielders (they'll fall 
down), so its guaranteed to reach the goal as long as you shoot from 
less than 35 yards away from the goal. 

= The goalkeeper will be knocked down and absorb energy from the 
ball, which could cause the keeper to fly into the goal holding the 
ball, awarding a goal. 

= A boost shot uses 3 bars of the 1-2-3-4 Meter. 


HINT: There is a super boost shot which uses all 4 bai of the 
1-2-3-4 Meter! 


ass: when you have the ball, a ground pass is 
to the currently highlighted intended receiver. 
se a 2-yard minimum and a 25-yard maximum range. 

Thus, the e highlighted receiver may not always be exactly who 
you're pointing at. , 
= Pressing the 9 button during any pass type: causes the intended 
receiver to perform a one-touch pass to the receiver selected, 
using the left analog stick at the time of the button press. N 

= If you don’t have possession of the ball: pressing the € button will 
change which fielder you control. The CPU will pick the optimal next 
fielder based on many factors...ball location, player locations, etc. 


NOTE: The ground passes are less likely to be intercepted than a thru-pass. 


button + @ button 

= Smart pass: This performs a “Smart Pass.” A smart pass is whereby the 
CPU selects the best receiver independent of your current intended 
receiver. The “best” receiver is chosen on many attributes. A few of which 
are distance to the goal, whether they are open or not, etc. The smart 
Pass is also a faster pass and has less chance of being intercepted. A 
smart pass uses 1 bar on the 1-2-3-4 Meter. 


“@, button 
= Change to 1 of 4 different formations. Formation changes are used to 
give a team an offensive or defensive aggressiveness. 


© button 

= Pause game. This also brings up the games Pause Menu. The Pause 
Menu is navigated in the same way as the games Options Menu (see 
Pages 14-17 for more information). 


[EB button 

= Juke or Shimmy: pressing the button while the fielder you're 
controlling has the ball, has the fielder perform a juke (fake) move. 
Jukes are effective for avoiding aggressive tackles and stomps. 
However, a juke is extremely inetiacttee aoulge aide tackles. | 


button Pe 4 
BOOST: pressing this button in conjunction ers has the 
fielder perform “over the top” Netohe ine moves. 


r is used up. Boost levels replenish themselves over time, 
t very poly. 


* Hurdle: pressing the button while you 
the ball allows you to leap into the air, while | 
maintaining control of the ball. 
. ces hai hurdle, you are unable to perform é 
4 oH t a é € meant to be an evading move. They are effect 
for. g slide tackles, but very ineffective against aggres 
tackles and stomps. 


button + button 
= This performs a specific hurdle in which the fielder leaps much 
higher and evades everything. This move is a key in obtaining 
more opportunities to shoot on goal. A boost hurdle uses 2 bars of 
the team’s 1-2-3-4 Meter. 


button 
= TURBO: this button by itself increases the fielders speed without 
making them tired. 

= The on-screen turbo bar shows the level of turbo. 

= Once depleted, the fielder will become tired and won't be able to run 
fast for some time. 


NOTE: Each fielder has their own amount of turbo, so if you pass to 
another fielder, they will have more or less turbo depending on previous 
actions. Drones (CPU-controlled players) do not use up turbo. 


THROW IN BALL 
When the ball is placed out of bounds or out of play, press the & button 
to throw the ball back into play. 


GOALKEEPER CONTROLS 

LEAVING THE NET 

During a game, press and hold the button to pull the goalkeeper 
out of the net and attempt to cut down the shot on goal. Release the 
button and the goalkeeper will return back to the net. 


PUTTING THE BALL INTO PLAY 

After retrieving the ball, the goalkeeper can put the ball back into 
play two different ways. Press the © button to punt the ball down 
the field. Press the ® button to throw the ball to a selected player. 
Finally, you can press the @ button to change which player the 
keeper will throw the ball to. 


ON DEFENSE 
stick: 
® currently selected player. 


+ left analog stick: 
layer faster until the turbo meter expires at whic 
point the fielder will become tired, so keep an eye on the 
= There are no direction restrictions, so if a player wants 
left, it will happen immediately. 


DOUBLE-TAP (press twice quickly) IZ button: 

= Fielders run much faster than turbo run for about 3 seconds. 
Fielders CAN change direction while the burst is happening and can 
also perform all other defensive actions such as tackles, during the 
boost run. 


® button: 

" Pressing the ® button performs an aggressive tackle. Aggressive tackles 
are pushes, elbows, etc. 

= If the move connects, the fielder with whom you made contact is very 
likely to cough-up the ball and fall to the ground. 


NOTE: These moves are not auto-aimed, so make sure you are facing in 
| the right direction before performing the move. 


button + ® button: 

= The player performs an “over the top” aggressive tackle. These include 
drop kicks and hard kicks to the head or back. These moves are auto-aimed 
from a maximum distance of 5 yards away. 

=" When they connect with the ball handler, the ball handler always 
turns over the ball, falls down and will stay down on the ground in 
pain for some time. There is a slight chance a penalty will be called 
and the fielder could be yellow or red carded. 


NOTE: This move is an extremely powerful defensive move. When 
executed correctly, there is the potential to injure an opposa player, 
causing an imbalance in your favor. These moves CAN 

by JUKING. A boost tackle will use 1 bar. of the 


@ button: 
= Stomps - pressing the @ button sites withi 
ball handler will cause the fielder 1, partons e random 


v3 


mp move auto-aimed at the ball handler. — 

long as the ball handler doesnt evade you, your 

are likely to cause the ball handler to cough-up 

Ht. 

omps can be evaded by JUKING and a slight chance 
irdiing. 


on: 
itt. This move will use 1 5 


ssing the © button when you're 
handler will cause the fielder to pe 
kle move auto-aimed at the ball handle 
‘ . As long as the ball handler doesn't evade you, your chai 
are fairly good that you can cause the ball handler to los 
control of the ball. This is a larger move, but more accurate t 
a stomp. However, you will not gain control of your fielder as 
quickly as you would with a stomp move. 


a 


NOTE: If you're not in range of the ball handler, then the slide tackle 
is auto-aimed at either the intended receiver or just the closest fielder. 


button + © button: 

= Performs an “over the top” slide tackle. 
= This move is faster, more accurate and more successful than a normal 
slide tackle. 

= This move will use 2 bars of the 1-2-3-4 Meter. 


NOTE: Although this move is stronger than a normal slide tackle, less 
fouls will be called when using a normal slide tackle. Also, you will 
regain control a lot quicker when using a normal slide tackle. 


© button: 

= Change player - pressing the @ button will have the CPU toggle 
between the two “best” fielders given the current state of the game. The 
CPU favors fielders closer to the goal, in the line-of-sight of the ball 
handler. 


™. button: 
= Change to 1 of 4 different formations. This can select from an offensive 
or defensive formation, depending on your strategy. 


© button: 
= Pause game. This also brings up the games Pause Menu. The Pause 
Menu is navigated in the same way as the game's Options Menu (see 
Pages 14-17 for more information). 


but very slowly. 


button: ie 
= STEAL - pressing the button while a ball is in flight fem a 
pass has the fielder perform an attempt to steal the ball. In the case 
of a lob pass, the fielder will try to intercept the ball via a header. 


NOTE: Accurate timing is critical. During a center-pass, pressing the 


[GEE button causes the fielder to jump for the ball and clear it away 
| from the goal. 


GE button: 

= TURBO: this button by itself increases the fielders speed without making 
them tired. 

= The on-screen turbo bar shows the level of turbo. 

= Once depleted, the fielder will become tired and won't be able to run 
| fast for some time. 

| NOTE: Each fielder has their own amount of turbo, so if you pass to 
another fielder, they will have more or less turbo depending on previous 
actions. Drones (CPU-controlled players) do not use up turbo. 


access ‘games Main Menu. This is cine you 
‘ t game modes to play, change son 


This is basically an “arcade mode” style of gameplay. Sel 
play at Home or Away, then select your team. After that, yo! 


ready to begin playing. 
ADVANCED PLAY 


There are three modes of play in this sub-menu. For more information, 
see Page 17. 


CUSTOMIZE TEAM 
This sub-menu allows you to customize a nation to make a new team 
or edit an existing one. More details are available on Pages 21-22. 


OPTIONS 
The Options sub-menu is where you can change a wide variety of settings 
in the game. See Pages 14-17 for a description of each option you can 
adjust in the game. 


LOAD/SAVE 
This sub-menu is where you will access saved data via your Memory Card 
(8MB) (for PlayStation®2), provided you have one inserted in MEMORY 
CARD slot 1. In the Memory Card Menu, you can create new profiles and 
view the contents of that profile. This allows you to view what game 
data you've saved as well as whats on that data! 


CREATE AND 
CUSTOMIZE YOUR 
OWN NATION. USE 
ATTRIBUTE POINTS 
GARNED IN FINALS 

MODE TO BOOST UP 
YOUR TEAMS STATS 


Ya 


iF right to adjust or change the option. 
de your desired changes, press the @ tor 
ir new settings and return to the Options Menu. 
return to the Options Menu without activating your chan 
press the ® button. 


GAME OPTIONS 
These options control the settings in the game itself. 


LANGUAGE 

This sets the language of the text on-screen. Please note that it will 
yy NOT change the language being spoken by the game's announcers. You 
can select from English, Espanol, Francais, Italiano and Deutsch. 


ey CPU SKILL 
This sets the difficulty level of the Al (or computer-controlled) opponents. 
There are four skill settings to choose from. 


HALF LENGTH 
You can set each half of the game to be either 3, 5, 8 or 15 minutes 
in length. 


REFEREE STRICTNESS 
With this option, you can determine whether the officials will be tolerant 
of penalties or very strict when calling them. 


The following option can be turned ON or OFF depending on what you 
prefer the setting to be. 


VIBRATION t 
This controls the vibration function of your controller. 


ae St 3 


\\ OPTIONS=MENU 


customize 
CONTROLLER 
CONFIGURATION AND 
BUTTON ASSIGNMENTS 


FPR ETRE 


PaoE 


DIUM OPTIONS , 
tadium Options sub-menu allows you to ad, 


lay in. 


TIME OF DAY 3 
Choose to play a game in three different times of day; DAY, 
DUSK and NIGHT. Remember that the stadium will appear 
differently depending on the time of day you select. 


WEATHER 
Control the weather of the stadium you're playing in. There are three 
settings for weather, too; CLEAR, RAIN and SNOW are your choices. 


CONTROLLER OPTIONS 
This option allows you to configure your controller to the way you want 
it. Select the action to be adjusted by pressing Up or Down to select the 
controller button. Next, press the button to highlight the action 
associated with the selected button. Press Left or Right on the Left analog 
stick or directional buttons to select a new action. 


When you've adjusted the Controller Configuration, press the ® button. 
You will be asked if you wish to save the controller settings you've just 
created. Select YES or NO and press the © button. 


To return to the default controller configuration, select DEFAULT 
SETTINGS and press the @ button. 


game Tae ee ee ae 


= A CONTROL =CONFIG— 


@ } 


TURBO 
v TURBO 


li! tie i=O 
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| OPTIONS 
Options sub-menu is where you can sais 
® visual features in the game. 


ray 


This setting determines what camera the game will be seen 
from. There are 5 different cameras to choose from! Some are 
close to the players, while others allow you to see nearly the 
entire field! Try each camera out to find the one that you like 
the most. 


AUTO REPLAY 

Want to see that goal 
again? This option will 
turn the Auto Replay 
4 feature ON or OFF. 


VISUAL—OPTIONS = 


PLAYER STATU: 
TIME DISPLAY atts 3 €R STATUS PLATES 
This setting controls 

whether you will be able to : TIME DISPLAY 
see the remaining time in 4 
the half or not. 


| SCORE DISPLAY 

| Like the Time Display setting, 
this will determine whether 
or not you can view the score. 


RADAR 
With this setting ON, a small radar can be viewed during the game, 
showing player locations on the field. With the setting OFF, the radar 
screen will not be displayed. 
S | PLAYER STATUS BAR 
This bar shows the name of the highlighted player as well as how 


much Turbo remains for that player. This option can be turned ON 
or OFF. 


PLAYER NAMES 
The Player Names option determines whether or not you will be 
able to view the player names during the game. This option can 
‘be turned ON or OFF. 


AUDIO OPTIONS 
The Audio Options sub-menu controls the volum 
ie audio features in the game. Below are the at 
description of each of them. 


adjeag Audio Option, press Up or Down on the Le 
analog ‘OF directional buttons to highlight the optic 
_- you wish to change. Next, press Left or Right on the 
; analog stick or directional buttons to adjust the option. Afte 
you have made your adjustments, press the ® button to g 
back to the Options Menu. You will be asked if you want to save 
your changes. Select YES or NO and press the © button to make 
your decision. 


COMMENTARY LANGUAGE 
This option controls the language spoken by the game’ announcers. 
There are 5 languages (English, French, Italian, German & Spanish) 
you can choose from. Press Left or Right on the Left analog stick or 
directional buttons to toggle the language choices. 


MASTER VOLUME 
This option controls the volume of the game itself. This includes sound 
effects, background music and even the commentary. Press Left or Right 
on the Left analog stick or directional buttons to lower or raise the volume. 


COMMENTARY VOLUME 
The Commentary Volume option sets the volume of the announcers in 
the game without adjusting the Master Volume. Press Left or Right on 
the Left analog stick or directional buttons to lower or raise the volume. 


AUDIO—OPTIONS 


COMMENTARY LANGUAGE 
MASTER VOLUME 
OFF MAX 
COMMENTARY VOLUME 
Lf, SESE 5 


id Fe Orr MAX 


u . There are three challenging game Bit ai 
you in the Advanced Play sub-menu. 


long and challenging game mode to play, but if you're gi 
enough, you can conquer the world and unlock secret vent 
and teams. 


NOTE: It is HIGHLY recommended that you have a memory card (8MB) 
(for PlayStation®2) inserted in MEMORY CARD slot 1 during gameplay. 
This will save your progress and allow you to continue from your 
previously saved game. If you do not have a memory card available, 
your progress will NOT be saved. 


FINALS MODE 

Instead of playing an entire season, you can jump straight to the finals 
(or playoffs) with this mode. Pick a team and try to get to the World 
Finals championship match. Remember that if you lose only once, you 
will be out of the finals! 


TOURNAMENT MODE 

This mode allows you to set up a tournament to compete in. Multiple 
players can participate, but only one will be determined the winner at 
me the end! 


SELECT YOUR 
FAVORITE TEAM AND 


16 PLAYE 
TOURNAMENT WITH 
YOUR FRIENDS 
OR THE CPUI 


the toughest teams there are. in- 
1 ‘ see a map of the world. On this 
will display different colors based on 
progress. Continents labled in black are continents remain 
to be played. Continents in green are ones that you've play 
on (and hopefully beaten). If the continent is displayed in 
then that is the continent on which you'll be playing for your 
next match. 


NEW CONQUEST 

This allows you to create a new conquest by selecting a team. You 
may choose from every team available, but you cannot switch teams 
during a conquest. In other words, pick a team that you'll want to keep 
playing with, otherwise you'll have to start all over with a new one. 


PLAY 
When you select PLAY and press the @ button, you will begin your next 
match. Check out the world map in the background to see what continent 
you'll be playing on. 


CONQUEST STATS 
The Conquest Stats screen displays the continents you have to play as 
well as your progress in playing them. Each continent contains a specific 
number of games you have to play. These games are listed as Games 
Remaining and Games Completed. 


PLAY THE NEXT Ri 
GAME IN YOUR SEASON. | 


"CURRENT 
™ / COmPLereD 
REMAINING 


de allows you to pick a team and play an entire 
hopes that you'll eventually win the World 
ing an entire season can be long, so it is HIGHLY - 

recommended that you use a Memory Card {8MB) (for 
PlayStation@2) before proceeding. When you're ready to begin 
your quest for the cup, highlight Finals Mode at the Ae 2 
Play Menu and press the © button to continue. " 


NEW SEASON e 
This sub-menu is where you'll pick your team that you want to play 
a season with. Press Left or Right on the Left analog stick or 
directional buttons to toggle the teams. When you've found the one 
you want to use, press the & button. 


PLAY 
When you've picked your team and you're ready to begin or continue 
your season, highlight this menu bar and press the © button. 


SEASON INFO 

All of the information you'll need about your season can be found here. 
You can view your statistics, schedule and your standings in the season. 
Highlight this menu bar and press the © button to continue. 


SCHEDULE 

Here you can view the Match or Team schedules for the season. When 
viewing the Match Schedules, you will see the scheduled matches for 
each of the 8 groups. In addition to the group matches, you will be able 
to see the schedule of games leading up to the finals. 


When viewing the Team Schedule, you will be able to see a specific 
team’s schedule. Press Left or Right on the Left analog stick or 
directional buttons to toggle the teams. The selected teams schedule 
will be displayed along with information such as the group that the 
team belongs to, dates of the matches and the venues of the matches. 


STANDINGS 

The Group Standings Menu displays each of the 8 groups’ standings. 

Each group contains 4 teams. Wins, Losses, Ties and Points of each 
team are displayed. The Group Standings Menu will list the groups 

| in order from 1 (group es | sora ao 4 i pide group). 
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Highlight TOURNAMENT MODE from the Adva 


“Tournament Mode allows you and a few frier 
set up your own tournament with up to 16 


“ead Menu and press the © button to begin. 
If you're beginning a tournament for the first time or 
setting up a new tournament, highlight NEW TOURNAME, 
from the Tournament Mode Menu and press the @& button. 


When beginning a new tournament, you will first have 
determine how many players will be competing. At the top of 
the screen, select from 1-4 players. Next, each player will be able 
to choose their team. Finally, you will determine the number of 
teams competing in this tournament (you can select from 4, 8 or 
16 teams). 


NOTE: In order to play a 2, 3 or 4-Player Tournament, you will need 
to use a two DUALSHOCK@®2 analog controllers. 


Once you have set up your tournament, highlight PLAY from the 
Tournament Mode Menu and press the @ button to view the 
Tournament Ladder. The Tournament Ladder will display the matches of 
the tournament (in random order). If you have more than 4 teams 
Participating, press Down on the Left analog stick or directional buttons 
to view the entire Tournament Ladder. Although 4 players can compete, 
only 4 teams can be controlled. If you select 8 or 16 teams to be in the 
tournament, the CPU will control and select the other teams. When 
you're ready to begin playing, press the & button. You will be asked to 
choose a match to play. After you have selected the match, press the @ 
button to start the games. 


Keep in mind that Tournament Mode games are a “elimination” style of 
playing. If you lose the game, you lose the tournament. So you must 
win every game if you want to win the tournament. 


d, a 


PLAYER 1 
PLAYER 2 
PLAYER 3 


PLAYER 4 
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ture of this game is the ability to create 
with your own players. To do this, you'll | 
j of the existing teams first. Keep in mind ti 
da Memory Card (8MB)(for PlayStation®2) to sai 
your t data. Select CUSTOMIZE TEAM from the Main Mi 
and press the & button to begin. 


If you have not done so already, you must create a profile on 
Memory Card. When you have allocated the space on your M 

Card, highlight CREATE TEAM and press the & button. Next, you 
will have to import a team. Press Left or Right on the Left analog stick 
or directional buttons to toggle each team. When you've found the 
team you want to use, press the @ button to view the Edit Team screen. 

To navigate the Edit Team screen, press Down on the Left analog stick 
or directional buttons to edit each section. 


EDITING PLAYERS 

Press Left or Right on the Left analog stick or directional buttons to view 
each player. If you want to edit a specific player, highlight them and 
perform one of the following: 


® button : This will allow you to rename your player. To rename a player, 
: press Left on the Left analog stick or directional buttons to move back a 
space. Press Up or Down to change the letter. Press Right to move ahead 

a space. When you have successfully changed the player name, press the 

© button again to lock in your change and return to the Edit Team screen. 


aS 


af © button: When you have highlighted a player, press the © button to 
"| substitute another player in that position. After pressing the © button, 
press Left or Right on the Left analog stick or directional buttons to view 
each player you can substitute. When you have substituted the player, 
press the € button to confirm your change and go back to the Edit 
Team screen. If you do not want to substitute a player after pressing 
the © button, press the ® button to go back without making the change. 


When you're done editing your team’ players, press Down on the Left 
analog stick or directional buttons to go to the NUMBER section of 
the Edit Team screen. 


EDITING PLAYER NUMBERS 

Editing a player number is easy. Highlight the Number section of 

‘the Edit Team screen and press Left or Right to cycle through 

ch available player number. When you've found the number ‘ 

eyou want to assign to a specific player, press Down on 

e Left analog stick or directional buttons to edit your custom 
attributes. 


EDITING TEAM ATTRIBUTES 
ach team has 5 common attributes. While € 
te is shared by players, the level (or degree 
is different. You may find that you 
| teams attributes to improve them. In order 
a teams attributes, you'll need to get some pal 


Press Up or Down on the Left analog stick or directional bu 
to select a teams attributes. You will notice that each attrih 
has a series of bars next to them. These are your attri 
points. The more attribute points a player has for an attribute, 
the better they are. The maximum amount of points a piayer can 
assign for an attribute is 10 points. The minimum amount of points 
a player can have is 1 point. 


In order to increase a team’ attribute points, the team must gain a 
point. This is accomplished by removing points from team attributes. To 
remove a point, highlight the attribute to be affected and press Right 
on the Left analog stick or directional buttons to remove the point. You 
will notice in the Points Remaining window that you have now earned a 
point. This point can be added to an attribute (9 points or less) by high- 
lighting the attribute and pressing Left on the Left analog stick or direc- 
tional buttons. 


LE 
a 


NOTE: Remember that you can earn points by removing attributes from 
your team. Its better to have a well-rounded and average team than one 
with a few great players on it because a team with great players is bound 
to have a few poor players. 


When you're ready to continue, press the & button to save your data and 
return to the Customize Team Menu. After you have saved your data, if 
you wish to edit your custom team, highlight EDIT TEAM from the 
Customize Team Menu and press the @ button. Next, press Left or 
Right on the Left analog stick or directional buttons to choose your 
team to edit and press the @ button again to access your saved team data. 
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NUMBER 
10 


PLAYER NAME 
a 


. WOO orrense 


WOOO oErEense 
Booas 
DBOooas 
BDOQOVODeaos 


PRODUCTION STAFF. 
EXECUTIVE PRODUCER / CO-TEAM LEAD 


John Vignocchi & imran Yusuf — i 
PRODUCTION SUPPORT 


Samuel Peterson & Dave Casso 


PROGRAMMING STAFF 
LEAD DESIGNER / PROGRAMMER / CO-TEAM LEAD 


Jeff Johnson 


TECH LEAD / SENIOR PROGRAMMER 
Lyman Sheats 


PROGRAMMERS 
Bill Dabelstein, Brian Rice, Dan Markham, Dave Horachek, 
Genco Serpen, Graham West & John Murfey 


PROGRAMMING SUPPORT 


PROGRAMMERS 

Ed Keenan, Drew Doorman, Shawn Liptalk, Steve Anichini & Jamie Rivett 
ADDITIONAL GAME DESIGN 

Team RedCard 

ART STAFF 

LEAD ARTIST 

Alan Noon 


ARTISTS 
Chad Bailey, Damien Bull, Daniel Gutierrez, Matt Taylor, 
Nick Trifunovic, Ricky Boronat, Ted Barber & Steve Martin 


ART SUPPORT 


ART DIRECTOR 
Sal Divita 


sera ARTISTS 
Jennifer Hedrick, Martin Murphy, Stewart Fritz & Tracy Wright 


MOTION CAPTURE STAFF 

MOTION PROJECT MANAGER / LEAD ANIMATOR 
‘Steve Bowler 

ANIMATION / MOTION CAPTURE TECHNICIANS 
Chad Schoonover, Alan Cruz, Brian Wright & Charles Ghislandi 


MOTION CAPTURE SPECIALISTS 


James Gentile, Charles Ghislandi & Steve Bowler 


MOTION CAPTURE TALENT 
Sal Divita, Alan Noon, Steve Bowler, 
Mi Jang, Dan Breen & Paul Cadwell 


; 


Buendia, David Mueller, Jim Rohn & Sam Crider 
DUCTION TEAM - SOUND 
AUDIO DIRECTOR 
Rich Carle 
MUSIC COMPOSED AND PERFORMED BY 
Rich Carle 
SOUND PROGRAMMER 
Dan Markham 
SCRIPT WRITER 
Rich Carle 
SOUND EFFECTS DESIGNER 
Rich Carle 
AUDIO LOCALIZATION 
LOCALSOFT - Madrid, Spain 
COMMENTARY 
ENGLISH - Simon Brotherton & Chris Kamara * SPANISH - Inaki Cano & Ricardo Gallego 
FRENCH - Pierre-Louis Castelli & Daniel Bravo = GERMAN - Detlev Linder & Volker Muller 
ITALIAN - Piergiorgo Piccolo & Stefano Taconi * JAPANESE - Tatsuya Aoshima & Yahiro Kazama 
ADDITIONAL AUDIO SUPPORT 
Rob Martino, Vince Pontarelli, Steve Royea, Jim Green, Randall Mage, 

Nina Lampinen, Simone Batori, Monica Costoya, 

Contsanze Gottwick, Rosane Thuaudet & Conrad Kozawa 

ADDITIONAL VOICE TALENT 

Matt Ward, Jorg Kersting, Jeff Tifiou, Phillipe Guillotel, Jean-Phillipe Briquet, 

Nilano Donato Giovanni, Simone Batori, Randall Mage, Rich Carle, Vince Pontarelli, 
Rob Martino, Genco Serpen, Nick Trifunovic, Pete Actipis, Ben Tanaka, Kevin Xue, 
George Bertos, Khaled Haggag, Viad Gusev, Areos Ledesma, Christian 
Ukachukwu, Jan Erik Sjovall, Jeff Johnson, Dan Markham, Dave Horachek, Matt 
Taylor, Ricardo Boronat, Daniel Gutierrez, David Spataru, Takahiro Yagi, 
Seinosuke Fukui & Yasutomo Nogawa 


PRODUCT SUPPORT STAFF 
PRODUCT DEVELOPMENT MANAGEMENT 


Ken Fedesna & Elli Bennatan 
. LICENSING TEAM 

David Greenspan, Mark Beaumont & Misa Miyahara 

LEGAL TEAM 

Debbie Fulton, Robert Gustafson & Michael Burke 

MARKETING TEAM 

Helene Sheeler, Mike Lustenberger, Phil Marineau, 

Rema Sundarajan, Kim Tilley, Justin Heber, 

Mike Eglington & Yvonne White 

QUALITY ASSURANCE 

Francis Brooke, David Casso, Eddie Ferrier, 

Robb Shoenbacher & Warren Wilkes 


: space to write down any notes or hints you 


| about the game. Check out gaming magazine: 
bsites for secret codes, hints and morel 


fay Home Entertainment Inc. software prod 
‘which this computer program is recorded | 
rials and workmanship for a period of ninety 
of purchase. This Midway Home Entertainm: 
is sold “as is,” without express or implied warranty 
damages of any kind, and Midway Home Entertainment Inc. is not liable for 
any losses or damages of any kind resulting from the use of this progra ™ *) 
Midway Home Entertainment Inc. agrees for a period of ninety (90) days to either 
repair or replace, at its option, free of charge, any Midway Home Entertainment 
Inc. software product, postage paid, with proof of purchase, at its Factory Service 
Center. 
This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the Midway Home Entertainment Inc. soft- 
ware product has arisen through abuse, unreasonable use, mistreatment or neglect. 
THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRE- 
SENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
Midway Home Entertainment Inc. ANY IMPLIED WARRANTIES APPLICABLE TO THIS 
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. 
IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, 
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THIS Midway Home Entertainment inc. SOFTWARE PRODUCT. 
Some states do not allow limitations as to how long an implied warranty lasts and/or exclu- 
sions or limitations of incidental or consequential damages so the above limitations and/or 
exclusions of liability may not apply to you. This warranty gives you specific rights, and you 
may also have other rights which vary from state to state. 


Midway Home Entertainment Inc. 
P.O. Box 2097 
Corsicana, TX 75151-2097 
www.midway.com 


Midway Customer Support 
(903) 874-5092 
10:00am - 6:30pm / Central Time 
Monday - Friday 
Automated help line open 24 hours a day 


SPORTS, 


Sneak Preview at 


a itz.midway.com 


“Get ready to get Blitzed... 
Midway style!” 


EVERYONE 
[3 Violence : 

PlayStationee ig i 
Ey acta a | 


Real Teams. Real Players. Real Attitude! 


Midway Home Entertainment, P.0. Box 2097 Corsicana, TX 75151-2097. 
NFL® BLITZ® 20-02 © 2001 Midway Amusement Games, LLC. All right id. BLITZ, = WAY 
LLC. Used by permission. Portions of this software are Copyrt 
Of the teams indicated. All other (NFL-related marks) are t tt thal 
registered trademark of the NFL players. nfiplayers.com ©2001 PLAYERS NC. Used 


RedCard 20-03 © 2002 Midway Amusement Games. LLC. REDCARD 20-03, MIDWA 
Games, LLC. All rights reserved. The use of real player names and likenesse: 
software are Copyright 1998-2001 Criterion Software Ltd. and its licensors. Di y 
Licensed for play on the PlayStation 2 computer entertainment systems with the NTSC U/C designation only ation” and the “PS 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Associati 
Manufactured and printed in the U.S.A. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION 2 CONSOLES WITH THE NTSC U/C DESIGNATION. 
U.S. AND FOREIGN PATENTS PENDING. U.S. AND FOREIGN PATENTS PENDING. 


